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Figure 17: Getting a playbar 

method 1 - drag and drop 



mouse release routine with a moving object 



Timeline object - control collides signal received 



yes 



is drawmation record mode active 




X NO 


is colliding object locked to a vdacc 




NO 


1 yes 




use the vdacc instead of the object 


▼ 


^ r next 


is 


'mouse release in grid" ON 





is mouse upclick point within the geometry of my elements 



is "must come from below/outside" set ON 

If abov e tests passed X N0 



is the object's mouse down click point 
below / outside my overall dimensions 



T 



d oes playbar exist for this object? * 

es J NO 



yes 



find empty space for a new playbar 



create new play bar and place on timeline 



i T 



refresh DM information for this playbar 



NO| 



move colliding object by the mouse 
drag distance stored in the object 



done 



method 2 - Using the info canvas 

Select info canvas entry 



yes 



Figure 18: Getting Drawmation Information for a playbar 



To refresh the segments on a playbar 



delete all the segments on the play bar 

^ r then 

send a message to drawmation requesting the times for the object which is referenced by this playbar. 
This message contains the id of the owner object and the timeline control which the playbar belongs tc 
This is so that responses are returned to the correct place. 

I then . 
The software returns to idle state waiting for replies from drawmation. These replies will be a set of 
messages each containing data about a particular event in the DM session 



Receive drawmation message 

Message contains DM time data 

| NO ^yes 

extract owner control ID, start time, end time, DM condition 

| then 

find the playbar wihich deals with this ownercontrol 

| then 

The playbar creates a new segment based on the information in the message. The data 
extracted from the message is stored in the segment so that information about the segment 
can be given to the user without having to request more data from drawmation. 

| yes 

calculate the screen dimensions of the segment. This is based on comparing the 
segment start and end times with the start and end times of the timeline object and 
the screen resolution currently set for the timeline. Segments which are not visible as 
a result of the above calculatons,for example; the fall past the end of the displayed 
region of the time line, are still created but not shown. 



done 



Figure 1 9: Configuring the timeline display using the mouse 



mouse click on timeline 



4 



clicked on gridline 



clicked on scalegridline 



clicked on scalegridlinelabel 



clicked on play cursor 

T no 



clicked on "gray bar" 



enter start time edit mode 



enter resolution edit mode 



enter resoution edit mode 



-> enter time dragging mode 



enter time setting mode 



yes 



♦done 



mouse move on timeline 



starttime edit mode 



resolution edit mode 



adjust the starttime of the display by the 
amount of cursor movement 



adjust the screen resolution of the timeline so that the start time 
of the timeline remains the same but the time represented by the 
position where the mouse was clicked down is moved to the 
present position of the mouse. The mouse movements are re- 
calculated to assume that they are constrained to moving along 
the timeline or around a play rectangle. If the new resolution 
results in grid lines being closer than a predefined minimum, or 
greater than a predefined maximum, the grid lines are recalculated 
Scalegridlines are always spaced by 1 0 or 20 grid lines. 



time dragging mode 



a message is sent to drawmation indicating a new current time is 
being requested by the user. Drawmation will update the gui 
according to its stored data. Drawmation will send a set current 
time message back to all timelines ( see SETTING THE TIME), but 
this one will ignore the message while it is intime dragging mode 
as the user is in control of the play cursor. 



time setting mode eiJ no action is taken on mouse move events 



done 



Figure 21: 



Mouse release on timeline 



time setting mode 



yes 



time dragging mode 



time setting modesend set current time message to drawmation 
based on mouse upclick position in relation to the timeline start 
time and screen resoution setting.This will have the same effect as 
mouse move events in time dragging mode 



starttime edit mode 




^ always 






^ no 


yji ► 

_y£ ► 


clear all timeline mouse modes 


yes ^ 


done 


resolution edit mode 











Figure 22: Setting the time 



set current 



time |<- 



then 



is time parameter box for the playcursor visible 



set parameter box to show the new time 



is new time past the end of the current timespan 



ignore boundaries 



hide the play cursor 



scrolling mode 



move the current timespan by the difference between 
the new time and the most recent timesetting 



move the timespan to the previous page 



is new time before the start of the current timespan 



ir yes 



ignore boundaries 



hide the play cursor 



scrolling mode 



move the current timespan by the difference between 
the new time and the most recent timesetting 



move the timespan to the previous page 



is the play cursor visible 



show the play cursor 



move the play cursor to its correct position calculated from the new time, 
the current timespan and the current timeline resolution. 



done «- 



Figure 23: Copying an object 



mousepress on object 

i 

Start copy timer - approx 1 sec - a timer event is 
generated when the timer times out 

i 

Make a note of which object was clicked on 
exit 



Timer event from a copy timer 








Set copy mode on (and set "hand cursor") 



I 



exit 



mouse move on object 
is copy mode on 



Set copy mode off (and clear "hand cursor") 
>| exit 



